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Preconditions 

1 Game has been 
started 

2 Wager information 
is avsiEatxe (tt of 
lines, # of 
creditsrtine) 

3 EGM in normal 
mode (game play j 
mode) nof service w i 
error mode I 
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1 Final reel 
postrtions. winning 
payltnes. and total 
gar* win amount 
are known 



^tartjgarw Q 



Get _rarKtom_r 

q 

Get_rwvlo|n_nornbcH(r«e^slndroup) 



Store rare) tm_nurnba sjbr_s)ot( 



3et_ree*_s 
Store reet 



5tore_payl 



opsO 
5ML 



Evaluatej aylmesO 



stored^ 



numbers^ 



Reet_sttfps_storeo^ 



Getjeen ymboisQ ^ 



^ccutiHj(3^_wn_amqCintsO 



lore jMn JpmountsQ < 
/inJn>ou#s_s lored(|jj 



Tide evaluate game outcome-dot 



Summary Evaluate pay(i<w {and otter) wins for * 
slot game 



' 1 Determine which pay lines have wagers on them (using 
' the wager information) Store these "active" paylines 



2 Select randan numbers (At least one for each reel) and 
store random numbers (In order, so game result 
calculation can be recovered using just Ihe random 
numbers ) 



4 Map random numbers to reef stops and determine dnaf 
real stop positions (For each reel) 



5 Determine which reel symbols an* visible and which reel 
symbols fed on each pay hne 



6 Check paytaWe to see rfany of the payltnes just 
evaluated are winning payltnes (For each active payline) 
Resolve any scalier pays (wins with symbols in any visible 
position-not necessarily on a pay line) and wild symbols 
(symbols thai will substitute for any symbol that will result 
in a winning payline) 



7 Accumlate wins to yield total credits won (For each 
winning payline or scatter pay f 
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